Digital games are ingrained in the 21st centenary culture and lifestyle. Driven by some of the most advanced digital technologies, the increasing affordability of high quality game content on multiple personal devices means that it is more feasible to generate engaging gaming interactions for powerful player cognitive and affective responses. Such ubiquitous Human Computer Interaction paradigm presents unique challenges in games design and user interaction modelling. This workshop will focus on both technical and social aspects research topics, bringing together researchers in this cross-cutting area to discuss new approaches and issues related to the challenges. Novel applications of applied games(e.g. serious games)that demonstrate the use of ubiquitous gaming in health, education, and training are particularly welcome as part of the main theme of the workshop.
INTRODUCTION
Since the dawn of human civilization, playing games has been a vital part of human social and cultural establishment. Digital games technology has revolutionised the way of game play and extended gaming interactions beyond the boundary of physical environments. Games are now available on multiple personal devices with a wider support of advanced gaming technologies ranging from virtual reality headset (OculusRift (2016) )for creating a sense of complete immersion in a 3D world to wearable motion controllers for generating realistic user interactions with 3D virtual objects (LeapMotion (2016) ). 'Ubiquitous Games' is defined by (Weiser (1991) ) as the disappearance of computing into the background if everyday objects.
So the question is no longer should the gaming technologies be used in enhancing our lives, but rather, how it can be implemented to the our societal benefit. The two-way interaction between player and computer games is essential to understand both technical and social aspects of digital gaming, as such interaction is the primary form of technology used by individuals. It is agreed by research communities that digital games can engage players and motivate them to perform complex tasks with sustained interests. Therefore, how we interact within games and what gaming technology is the most appropriate in a defined context have a direct influence on applied games applications in learning, health and training (O'Rourke el al (2014) ). Research on game design methodologies and gaming interaction is a relatively new emerging field, since little is known in how games can be implemented to achieve the intended effectiveness and outcomes. and professionals working in the areas of games development, HCI, ICT and wearable computing to discuss the fundamental question, e.g. how can ubiquitous games be developed in such a way so that any software or hardware used in gaming will enhance the quality of user experiences. The main objective of the workshop thus is to present new approaches and address challenges in game design and gaming interaction modelling with topics to be included but not limited to:
• Enhancing games with new game types and new design approaches
• Mobile gaming
• Location-based gaming
• MMO gaming (Massively Multiplayer Online games)
• Game design for novel gaming interfaces
• Player interaction modelling
• Digital game design theory and practice
• Applied games applications(education, health and training)
Ubiquitous gaming is an exciting new area of research. Papers to be presented in this workshop will show that games can be used as a domain to investigate questions related to HCI and ubiquitous computing in general as well as explore gaming in its own right.
WORKSHOP FORMAT
The workshop will be a one-day event comprising a mix of sessions of paper presentations (20 to 15 minutes per presentation), two invited keynotes, and a panel discussion session with gaming demonstrations. Intended keynote speakers are:
• Staffan Björk, Associate Professor of interaction design, Department of Applied IT, University of Gothenburg,Sweden.
• Kam Star, Funder of PlayGen, London, UK
Audience
The workshop will be of interest to researchers working in games design and development, user interaction modelling, HCI and mobile computing as well as practitioners working in digital industry related to games and ubiquitous computing. The workshop will be free for university students and staff who are not presenting at the event, increasing the dissemination of the research. The organisers of the workshop are members of academic staff in the Department of Creative Technology at Bournemouth University(BU). The department has one of the UK largest education programmes in Games Technology and Programming, and it is the home to Games and Music Technology Research Centre. Therefore, it is expected that the workshop will be attended also by academics and students from BU.
Resources
The department has the state of the art resources for digital games including the latest gaming device, Virtual Reality Headsets, and wearable motion controllers, xbox and play stations, which can be provided for hosting digital gaming related events.
Publication Strategy
The workshop proceedings will be published in the BCS HCI conference workshop proceedings. However, selected high quality papers may be recommended for publications in appropriate journals. Intended journals are:
• Personal and Ubiquitous Computing, Springer.
• 
